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_ -{} Aliens, ghosts, ghouls, goblins 

“ } and homicidal rabbits 
punctuate a rather eclectic 
selection of games in this 
edition of PCGZine. 


While efforts like ShootMania Storm, Aliens: Colonial 
Marines and Metro: Last Light all getting plenty of 
attention in the following pages, there’s one game 
which to us inevitably stands out and that’s the 
little-known ‘indie’ project, Hell Yeah! The cute yet 
exceptionally violent platformer stole the show for 
us this month, thanks to its unique blending of 
side-scrolling action and projectile weaponry. 
Unsurprisingly its French creators, Arkedo Studios, 
are as barmy as their latest creation and for the first 
time their wares are coming to PC! 


The complete antithesis to that small project is 
Company of Heroes 2, a sequel which THQ are 
betting big on, but seeing as the original is widely 
regarded as the best RTS of all time, it’s hard to 
argue that the sequel will be anything less than 
stellar. Find out more in our exclusive interview. 
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Vive la Quake! 


adeo don't play by anyone’s QE PPP 
N rules, that much was clear Z ——— : 
when we met them a few ; gg. 

month's back to play their next 
big multiplayer phenomenon. 
Only now you get a chance to see 
exactly what we were so excited z 
about in a pumping new trailer! ¥ i 
Much like Nadeo’s previous enterprise, af x 


TrackMania, expect ShootMania to be all spore 
about community with gameplay that’s more a, ae — — pm os \ 
than a little inspired by Quake 3: Arena. re rd hs + a EE ec © pe AM ep 
It's also worth reiterating that all this , Zz “ 
footage has been created in-game utilising 
the video editor which Nadeo will include in 
the regular retail release. Just like in TrackMania 
you'll be able to render every pixel until it looks 
as pristine as those shown above, and utilise 
any camera of your own creation to get the 
best view of the action. It's time to make a 
name for yourself! m 
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Here comes the pain, baby! 


et’s be honest with ourselves, there are ‘‘ aly 
L:: of console games which are a natural ver 0 tf 

fit for the PC platform, yet for whatever me is \ 
reason, be it laziness, lack of demand etc. they L 7 , 
never arrive. Petitions are made, signatures are <> Ts eve 4 
collected and even after thousands of gamers show | | , 2 : 4 
they'd buy a product without question, still nothing happens. ig ¥v ee | gh 
Dark Souls however is the exception to that trend, as against ' +s F . — 
all odds, Namco Bandai and From Software have joined to _ a e.) Suef) 
make an exclusive version of their hard-as-nails third-person .* ie a 4 a 
dungeon crawler tailored specifically for our pristine monitors, ‘ a 
and frankly we couldn't be more excited! we 4 A. 

PC players will get an all-new chapter dubbed ‘Artorias = 

of the Abyss’ which includes a new locale to explore, new 
enemies and inhuman bosses who are sure to blindside you 
with a killer blow the first chance they get. That's really Dark 
Souls’ thing, punishing the player just enough that you feel like 
slamming a fist on the desk, but not quite enough for you to 
rage quit as you manoeuvre through trap-laden castles and 
slay massive bosses. Don’t worry Dark Souls, us PC folk are 
made of sterner stuff. Bring on the pain! = 


¢ = » Tt e (Sz Bpoomerzines 


THE SECRET WORLD 


¥ TONE OF THE MOST IMPORTANT 
MMORPGS OF OUR TIME? 7 


CE THE FIRST MMO IN A LONG TIME 
THAT I'VE BEEN EXCITED ABOUT 7 7 


-DESTRUCTOID 


¥ TONE OF THE MOST 
ANTICIPATED GAMES OF 2012 7 


¥ € TOPS ON YOUR LIST OF 
GAMES TO PLAY IN 20129 7 


-MMORPG 


DARK DAYS ARE HERE N 
19 - G 6 2 0 12 Please enter the day, | IN 


month and year in the Date 
of Birth fields below: 


| 
@6 == 


© 2007-2012, “The Secret vot egistere G fights hts reserved. EA and the EA logo are trademarks of Electronic ic 
Arts Inc. All logos, c| hara distincti\ erty of Funcom GmbH unless otherwise noted. All other trades 
rs, 


PREVIEW 


- . O PUB: SEGA MAXIMLIM 
Oo = L LS ( FY oo ETA: SUMMER CAPITALISM! 


Introducing the anti-platformer 


ide-scrolling platformers have become the go-to 
genre for indie developers looking to make a name 


for themselves, so much so that they're experiencing 
a bit of a resurgence as of late. Yet even so, we assure you 
that you've never seen a platformer quite like Hell Yeah! 

Arkedo's first effort on PC is best described as Sonic on acid 
with the likeable hedgehog replaced by demon bunny Ash who 
relishes liquefying enemies with his trusty saw-blade vehicle and Beam- 
o-Blaster. The zany premise features the traditional platformer tropes of 
jump puzzles, item collection and killing bosses, but instead of jumping on 
enemies you shoot them with an array of projectile weaponry. Supported 
by colourful visuals, imaginative Quick-Time Events and manic bloodlust, 
the storybook aesthetic makes everything look immensely endearing with 
cheeky nods to games like Viewtiful Joe, with Ash slowly taking down a 
boss in super slow-mo when the on-screen button prompts are met or 
tickling a hive in just the right way so that a million bees cascade onto the 
screen to devour a monster. 

During the 20 minute demo there was lots to take in and we still have 
lots of questions about how the game will actually work, but suffice to say 
Hell Yeah! certainly made a positive impression. ™ 
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becoming more and deep management system 
more prominent in the which is very reminiscent of 
PC gaming scene and this past Geoff Crammond's criminally 
month saw another effort enter underrated Grand Prix Manager 
closed Beta. F7 Online is a little bit series from the Nineties. If 
different to the norm however, you'd like to know more be 
as it features the full license of sure to check out the next 
the FIA championship with all issue of MMOZine for a detailed 
the circuits, teams and drivers hands-on preview. 
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The best RTS series in the world moves to a whole new front OUR NARRATIVE HAS 


' " : as a a i A REALLY INTERESTING 
t's about time Relic stoppe anew engine, improved visuals thickness or bolts, it’s really about 
cr around with all and an intriguing new movement — what the context was and how things STORY TO TELL 
that Warhammer nonsense system which sees soldiers get felt at the time. 
. @ | and tackled something that is bogged down when travelling 
considerably more real. Only for through snow. We caught up with +=Do you think Company of Heroes 0 “4 : 
Quinn Duffy Company of Heroes 2, they aren't Game Director, Quinn Duffy toask 2 tackles the Eastern Frontina x fix, * 
Ei yan simply retreading the historically what makes this sequel so special... way that hasn’t been done y —_ + al 
experienced authentic ground they forged with before in games? an 
W faving previously (US first game, oh no. Instead they'e ~Howimportantis authenticity — Toadegree, yeah. Ournarrativehas -. 
worked on tackling one of the most criminally in Company of Heroes 2? a really interesting story to tell and | a 
eae underused settings in all of gaming, That's been important for us fromthe _ think there's been some great recent 
“ened game the Eastern Front, and seeking to very beginning; capturing the right | works on the Eastern Front. Anthony 
taken produce one of the most authentic tone and authenticity, Itisr’tabout —__Beaver’s books, for instance. He's a ” £ 


eG = VVVV2 RTS experiences to date, with — being super accurate on armour fantastic author and he explores the > 
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INTERVIEW" 


r4 ONE OF THE THINGS 
WE DON’T WANT 


TO DO IS DRAW 
PLAYERS OUT OF 
HE EXPERIENCE 


i> 


r4 6 WE CAN USE 
OCUMENTARY FOOTAGE 
AS AN EXTRA LAYER 
PLAYERS CAN EXPLORE 


setting in great detail. What | love 
about what he does is that he’s able 
to relate story of the frontline troops 
to a global strategic level - that's 
something we want to capture in 
this game as well. 


History as a discipline is moving 
towards covering things from 
a social standpoint rather than 
grand theatre narratives. Will 
there be any mention of the 
civilian side of the war? 
You can't really tell the impact of 
the war without portraying 
everyone involved, and we tal 
about the ruthless truth of war 
being unflinching There was an 
impact on the civilian population, 
and so these are themes that we're 
exploring in the narrative. 
Our main character [a roaming 
reporter with links to Russian 
high command] gives us the 
breadth of being able to go to 
different places and meet with 
different combatants, ranging from 
command to the frontline. So we 
have quite a bit of breadth in the 


campaign, and hopefully players 
will be really interested in that side 
of things, so we can get them 
engaged more in the Eastern Front. 


Will you have regular cut- 
scenes that bookend missions 
or will they be spliced within 
the missions? 

Company of Heroes integrated 
in-game action sequences and cut- 
scenes, and one of the things that 
we don't want to do is draw the 
player out of the experience, so the 
in-game cut-scenes and intro/outro 
cut-scenes have a very unified look. 
They set the stage for the mission 
and provide the context which is 

a valuable reason for having these 
cinematics. The game itself captures 
a lot of emotion, and we use the 
cinematics to put certain concepts 
across to the player. 


Obviously there’s a wealth 

of real-life footage out there 
showing actual battles from the 
Eastern Front, do you guys have 
any plans to utilise it? 


There's always a sort of emotional 
split | think from an interactive 
experience and a non-interactive 
one, and so we want to keep those 
things as tightly linked as possible 
visually. We can use documentary 
footage as an extra layer players 
can explore, but what we want 
them to do is really get engaged 
and immersed in the game. 


Will documentary footage be 
used as a between-mission 
thing, or perhaps footage 
which is accessible from 

the menu as you complete 

the missions? 

There's a number of things that 
we've been exploring, and we'll talk 
about them more at a later date. 


Company of Heroes had great 
Al, but the appeal for a lot of 
people was around competitive 
multiplayer. What sort of plans 
are being made to support this 
in the sequel? 

We aren't talking much about 
multiplayer at this point, but we do 


have it. We're investing a lot of 
time and energy in it because 
that’s what our fans expect and 
what we want to deliver. 

Relic has a long tradition of 
supporting multiplayer, and 
welll be talking a lot about our 
multiplayer offerings in the future. 
Expect asymmetrical armies and 
us really trying to capture the 
tone of these combatants. You 
saw some of the units and they're 
all part of the every aspect of 
the game — multiplayer is really 
important to us. 


During the demo there were 
certain moments where 
control was taken away 

from the player to show key 
moments and story events, 
including a time when the 
general turned the gun on his 
own troops. Is that indicative 
of the campaign as a whole? 
Those sorts of things like order 
227 [Soviet Generals being 
authorised to shoot their own 
troops to prevent soldiers 
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THE MUSIC IS A 
HUGE PART OF THE 


E DO WANT TO PORTRAY 
THAT WAR IS A VERY 
VIOLENT THING 
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99 


from retreating] is a way for us to 
introduce a concept to the player 
that’s really dramatic and they 

kind of think, ‘Whoa okay, now | 
understand how to fight for the 
next X missions’ We present it to the 
player like a little bit of a tutorial. The 
tone of what you're doing has now 
changed and you need to adapt to 
that. From that point on it actually 
becomes part of a game mechanic. 


- We have to mention the 


soundtrack, as the first 
Company of Heroes has perhaps 
one of the best soundtracks of 
any RTS. Can you tell us if you'll 
you be putting as much audio 
care into the sequel? 


== We have a composer and we're in 


the process of sourcing our music. 
The music is a huge part of the 
emotional experience, so we're 
being very careful about how 
we build that and how the audio 
system works to stream the music 
in at appropriate times. You have 
the battle music and the ambient 
music and how those things 
intersperse and mix together. 
We've got a fantastic Audio 
Director, Dave Renn, who was 
on the original, and he has a vital 


interest obviously in supporting 
the audio. I'm a huge proponent of 
audio, | think it’s a massive part of 
the experience. The music we have 
is fantastic and we're trying to find 
the line of tone of getting elements 
of Eastern music mixed in, while 
providing an aesthetic that works 
for a Western audience. 


World War 2 has been covered 
a lot in games and there’s been 
some interesting deviations 
from the way developers 

have approached the setting. 
Brothers in Arms: Hell’s Highway 
for instance had lots of gore 
with grenade blasts that tore 
off limbs and other gross 
things. We noticed during the 
gameplay demo that there 
weren't any limbs flying around 
or copious amounts of gore, 
although it was still distressing 
to see soldiers rag dolling. Is it 
tempting to throw those kinds 
of visual cues in? 

We use them sparingly. | think if you 
use those kinds of things too often 
it looses its impact to a degree, 

and so when those things happen 
(and they do happen) the rarity is 
what makes it more startling. We 
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do want to portray that war is a 
very violent thing; when you have 
a couple of kilograms of mass 
moving around at thousands of 
metres-per-second it’s going to do 
some distressing shit. And so we do 
want to capture that, but part of our 
ethos is not to go crazy. 

That reminds me something one 
of our GMs said many years back. 
He said every time he threw a 


grenade he wanted to have 10 
guys go flying, but the problem is 
that if you do that for a grenade, 
what do you do for a 500lb 
bomb? Do you have a thousand 
guys go flying? There's a scale of 
effect that you just can't go too 
wild with, so presenting the 
violence is part of it, but again we 
still need to be massively sensitive 
to the subject matter, too. m 
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The most promising of unlikely returns 


PUB: 
DEV: 
LAST GAME: y their own admission, demo cut through the marketing 
ETA: B: didn’t help Metro 2033 ~~ hyperbole and showed off a section 
become the success it which was encouragingly familiar. 
perhaps deserved to be way back Last time we saw Last Light in 
1 A > 1 in 2009. They didn't advertise it action we were taken aback with 
heavily enough, they didn't give how action-centric 4A Games 
4A Games enough insight to seemed to be taking the series, 
Al tears make their game palatable for a with a dramatic gunfight on a train : , \ 
nila ke Western audience, and asaresult forming the main component ofthe ®§ PA Ny ~=\\ * ” Wane Be ©’ 
ay | ¢ the imaginative survival shooter action, but this section was much a : t 
i ll pace few verte eto see: was awarded the dubious award of _ more sedate, with Artyom and what 
me N eettometo being labelled a ‘sleeper hit’ sounded like the returning character r 
Bestar mite ey That was then and it this is very Hunter making their way outside of Tua ae ; > | ‘ 
." Hee Clot uty A oe much now, as Metro: Last Light is a safe metro station to another on 
a prime example of a publisher the other side of the underground, 
RC giving time, money and exposure auspiciously named ‘The Theatre’ 
psd | rcesschigah ite awh More deserving developer to ensure Their journey involved venturing 
that the same mistakes don't out into the vulnerable urban 
Occur again. Alll of this extra effort sprawl which was bathed in brilliant 
is encouraging, especially if the sunshine, before giving way to 
recent live-action trailer is anything — gloomy overcast skies and driving 
to go by, but all that expensive rain. As ever a gas mask was 
pomp may be just hot air if 4A needed to cleanse the air with the 
Games don't produce the kind aid of air filters, with the wristwatch 
of tense, hostile and atmospheric indicator no longer showcasing 
experience they've become known — an analogue clockface, with the . Az 
for. Thankfully a recent gameplay substantially more modern digital > [AM Aras 
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CLICK HERE FOR OUR EXCLUSIVE 
INTERVIEW WITH THQ’S HEAD OF GLOBAL 
COMMUNICATIONS, HEW BEYNON 


— 
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4A Games has noticeably upgraded their tech, with Last 
Light looking more impressive than its predecessor. 


format taking its place. It’s a small 
yet very deliberate concession to 
accessibility that shows that 4A are 
subtly changing aspects of their 
experience to be a bit easier for 
gamers. Another is that rather than 
having to affix gas filters manually 
to your mask as soon as you find 
them, on pick-up they add more 
time to your air clock wristwatch 
automatically — just taking a bit of 
work away from the player. 


“It’s clear that 4A 
Games are going 
for a more cinematic 


tone with Last Light” 


Thankfully this change wasn't 


the most exciting part of the demo, 
with the savaging duo facing flying 
bats, narrowly avoiding a pack 

of dograts and making their way 
carefully through the rubble that 
once symbolised a hopeful and 
functional Moscow, One particular 
moment featured Artyom being 


then required the player to fight 
him off via repeated melee attacks 
allowing a painful escape onto the 
hard pavement below. It was hard to 
tell whether this short mid-air battle 
involved any kind of interaction 
from the player, but it’s clear that 

4A Games are going for a more 
cinematic tone with Last Light, and it 
was about to get a lot more intense, 
and dare we say it unsettling. 


DON’T TRAVEL ECONOMY 
In order for the apocalypse 
venturing duo to make their way 
into ‘Theatre’ they needed to pass 
through a downed plane which 

had penetrated the old metro 
station's entrance. Despite this series’ 
apocalyptic war taking pace dozens 
of years before Artyom and Hunter 
make their way into this plane, 

we spotted dozens of passengers 
mummified in their seats. 

This scene was haunting in itself 
but a quick glance at the passengers 
led both protagonists to seamlessly 
flashback to a time just moments 


the precipice of atomic annihilation, 
which these unfortunate passengers 
find themselves victims of. 

As the player moved through the 
plane, the camera shifted seamlessly 
in-game to a previous time with the 
passengers screaming for their lives 
as the plane plummets on approach 
to Moscow. Once Artoym made 
his way to the cockpit the visions 
give way to show the plane flying 
over downtown, with missiles flying 
overhead and hitting buildings 
resulting in a huge mushroom cloud 
which caused the plane to lose 
power and dive nose-first into the 
flaming hellish landscape below. 

Seeing this stunning scene 
with no loading times, just 
seamlessly transitioned within the 
regular gameplay, all in-engine, 
was undoubtedly the highlight 
of the demo. Taking a peak into 
the events which plunged this 
version of humanity into chaos is 
exactly the kind of sight fans will 
relish to see, and in true Metro 
fashion these ghostly visions led 


their witnesses to lose all sense of > 


ni 2 picked up by a flying monster, which _ prior to Moscow pitching itself over 
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reality with the camera fading up 

to Hunter unmasked, struggling 

for breath, and Artyom in a similar 
state of discomfort. Despite almost 
suffocating, both characters regain 
their composure and fight their way 
out of the plane and down two 
intimidatingly long escalators which 
lead to ‘Theatre station’, only they 


“Metro 2033 
undoubtedly deserved 
more success than it 
ultimately enjoyed” 


brought an army of rat-dogs in their 
wake. Within moments two flame- 
thrower touting guards jump out of 
the vault entrance and turn the hell- 
hounds into hot dogs, therefore 
enabling safe thoroughfare into 
anew metro station. At this point 
we were relishing the opportunity 
to see that slow and rich station- 
roaming gameplay that Metro 2033 
became known for — only this, 
unfortunately for us, is when the 
demo concluded. 
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Even though were yet to see fi q 
how the new and improved 4A ~A 
Games — now aided by THQ's 
considerable insights and bigger P if ‘A 
budget — will deal with what 7” 
was arguably Metro 2033's most 
compelling content — walking 4 r 
around depressing stations, hearing 
VI 
\.% 


being privy to their misery — but if 
those sections are as polished and 
impressive as the rest of this demo 
than they should prove to be a step 
up from what we've seen before. a 

ei | 


tales from other survivors and 
| 


Metro 2033 undoubtedly 
deserved more success than it 
ultimately enjoyed and it’s only right 
that THQ are giving 4A Games 
much more time and money to 
deliver on their unique vision of 4 d “t 
‘post-modern apocalyptia’ We have ie 
no idea how the newly announced "ag: fe, Sa.2 Pa 
multiplayer functionality ties into 4. Se Ac Sy 
what is really an intensely story- tty . 4 
driven experience, but as long as this estes 
series stays true to its intense roots, et = st 
were sure Last Light will be a more ie. PSN 
successful and ultimately enjoyable ' My, N\\3 
game for everyone involved. ™ a keh 
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PUB: 
DEV: 
LAST GAME: IN space no-one can hear you cream... 
ETA: 
hat do you want froman demanding for a very long time. At 
Wi: game? Think about — a recent event we witnessed a brief 
VV | your answer carefully live gameplay demo set during an 
now. Do you want a true ‘on the early section of the campaign with a 
I remernber ising denainaly nose’ experience or do you want Marine detachment making its way 
POET) fhe'Pc's0 Colorval Marines a developer to playfully riff on the onto the stricken U.S.S. Sulaco, via a 
Seca panei: established tropes that we all know glass corridor attached to an even 
’ FaimesramiiRsidenaraliene and love? Colonial Marines isaco-op _ larger space-faring vessel. As the 
a eee ee shooter which straddles the line single-player is such a plot-dependent 
Se es between these two diametrically experience we'll keep the finer details 
5 eo Played Allens: Colonial Marines, opposed approaches. One moment to an absolute minimum, but needless 


I} the wait. #MCMExpo you'll be admiring the environments _ to say the Sulaco was in a much 


which seem as though they‘ve worse state than when Ripley and co. 
rocoto §been lifted directly from Syd Mead’s ~~ unknowingly left for Fiorina 161. 
multiplayer was pretty Q . ‘ ie 
memorable. The balanced concept art for Aliens while the Essentially the desolate ship is 


sides was the up part and sick 
#MCMexpo 


next you'll be wondering why no now home to an alien hive with no 
ee attention has been paid to the explanation of why or how the xenos 
xeno's corrosive acid blood which found their way on-board. Cue lots of 
rather than burning through the fantastic nods to Aliens including the 
floor, just fizzes away pitifully. opportunity of firing an auto-tracking 
Strange compromises have M-56 Smart Rifle, gazing upon 
undoubtedly been made to the Bishop's severed torso while looking 
great gameplay gods in order to for a flight recorder and freeing a 
create a cinematic narrative-driven stricken squad-mate from certain 
experience which is also fun to death inside a hive before seeing an 
play, but from appearances at least, | cute and cuddly alien burst through 


Colonial Marines certainly seems his rib cage minutes later. The game's 
like the sort of authentic Aliens latest trailer details these moments in 
experience shooter fans have been slightly briefer glory, but it’s still worth > 
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checking out the major beats for 
yourself rather than us describing 
them ad nausea. 

From what we saw during last 
week's demo it's clear that if you want 
authenticity then Colonial Marines 
absolutely offers that. Even down 
to having the motion tracker as a 


“Colonial Marines 
certainly seems like 
the stuff of a typical 

sci-fi fan’s wet dream” 


separate piece of equipment instead 
of being bolted on to your M41 
Pulse Rifle a la Aliens Versus Predator 
—so you can't both fire and check 
whether there’s any movement in 
a 180-degree arc in front of you. It’s 
all about building tension, with the 
gameplay demo having both quiet 
moments of tense environmental 
scanning and marquee battle 
moments involving yellow mech 


i suits and automated turrets. 


All of this reverential attention to 
detail is fantastic, and from moment 


to moment Colonial Marines certainly 
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seems like the stuff of a typical sci-fi 
fan's wet-dream. The game is even 
cannon in the Alien lexicon for 
goodness sake, but we just wish we 
were shown a bit more ingenuity 
or what Gearbox actually plan to 
bring to the table that's different 
from the universe we know; that’s 

a side of the project that we've yet 
to see. Gearbox are teasing that 
events during the campaign will 
call back to Ridley Scott's latest baby 
Prometheus and that proceedings 
won't play out as players will think, 
we just wish they decided to show 
these moments rather than pay 
them lip service. 

Couple a compelling single-player/ 
co-op narrative with asymmetrical 
competitive multiplayer, which sees 
playable xenomorphs and humans 
facing off against one another, and 
you have a very tasty gaming 
morsel indeed. It’s a shame we're 
having to wait until 2013 to properly 
experience it, but with Timegate 
Studios and Shadows in Darkness 
lending Gearbox a hand, there’s no 
doubt that Colonial Marines will be a 
polished and most importantly a 
true to cannon FPS experience. 
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DIABLO III 


finally gamers from around the 
world have finally gotten their 
hands on Diablo Ill. There’s no 
doubting that Blizzard's latest release 
is one of the biggest arrivals on the 
PC gaming calendar, but despite the 
core loot-based gameplay being as 
riveting as it always has been, in the 
back of our minds there's a thought 
gnawing away at us that keeps asking 
the same question: did this really 
need to be an online-only game? 
Rather than sticking with the 


|: been along time coming, but 
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ACTIVISION BLIZZARD 
BLIZZARD ENT. 


SW ANEN SS IE offline template of the previous 
WINGS OF LIBERTY entries in this series, Blizzard has 
£39.99 : 

OUT NOW added an MMO-like framework to 
Diablo II, which means that all 
progress requires an active Internet 
connection, regardless if you're 
playing on your own or not. Fora 
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Introducing the most generous of all feedback loops... 


deliberately old-school isometric 
RPG, that’s a very odd move, despite 
the lengths they've gone to by 
adding features like an auction 
house and streamlined co-op. This 
kind of counter-piracy measure (and 
that is undoubtedly its primary 
motivation) inevitably leads to 
frustration as gameplay suffers 
latency issues. Even with a perfectly 
acceptable Internet connection we 
regularly experienced lag spikes, 
stuttering gameplay and lost 
progress, despite playing alone. For 
such an equipment and XP-driven 
experience, those shortcomings are 
immensely frustrating, but we're 
getting ahead of ourselves. 

If you've been living under a rock 
for the past decade, you might not 
know that Diablo Illis a loot driven 


RPG which tells the tale of five 
perfectly pitched classes in their 
struggle against a demonic 
invasion at the hands of ‘you know 
who. There's the Warrior-like 
Barbarian, the necromancy expert 
known as the Witch Doctor, 
magical Wizard, the Monk (who 
has fists which are faster than 
lightning) and the bow and arrow 
sporting Demon Hunter. 

All of the classes have skills 
which frankly put other RPGs to 
shame, with abilities that shatter, 
explode, pulverise and liquefy 
not only enemies but also the 
landscape around them, with 
world-ending visual effects to 
match. While playing as any of 
these archetypes it’s impossible 
not to feel empowered, even only > 
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after a couple of hours questing. 
We spent the majority of our time 
as a Demon Hunter, and we found 
the progression curve both 
enticing and challenging, with 
new skills, runes and functionality 
introduced gradually over the 

60 levels. Rather than having 
elaborate skill trees, all your 
combative options unlock over 
time, and while this may seem 
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~* 
dress 


reductive when compared with 
previous games, there's a new 
skill-based Rune system which 
applies modifiers to existing skills 
and the ability to socket equipment 
with crystals to differentiate your 
character to others. Both of these 
systems work really well and aren't 
as hard to get your head around as 
incremental attribute allocation 
would be. All of the classic depth 
associated with Strength, Dexterity 
and Intelligence values is still here, 
but you can only see it if you go 
looking for it. 

Diablo Ill has the sort of depth 
more equitable with an MMORPG 
than a dungeon crawler, and as 
you'd expect, it's amuch more 
enjoyable experience when played 
with friends or even ‘randoms. 
Under the online umbrella of the 
Battle.net framework, it’s easy and 
fast to team up with others online. 
When joining another game you 
aren't shackled to another player, 
instead you have free rein to go 
wherever you wish, which again is 
very welcome. 


Story has never really been this 
series’ strong point, but with Diablo Ill 
Blizzard has made good steps to make 
gamers feel engaged with the world. 
Whenever you face a new type of 
monster a journal entry is read aloud 
describing them and, as usual, there’s 


“Diablo Ill 
unquestionably offers 
a sublime dungeon- 
crawler experience” 


ridiculously sublime cut-scenes which 
bookend each of the game's four acts. 
The plot lacks the depth of other 
fantasy releases, but really you're just 
playing for the smartly implemented 
feedback loop associated with loot 
and the promise of 
always progressing 
your character 
regardless of how 
well or badly 
youre playing. 
That's really the 
trick of Blizzard's 
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» Deep and accessible, Diablo III could take over your life 
No offline component 


@®BJECTIVES 
Betrayer of the Horad 


1 the Forgotten Ruins in 
ahigur Oasis 
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Ill offers a sublime dungeon crawler 


experience, but at its core it’s the 
perfect interactive embodiment of 
comfort food. It’s fun to play, offers 
hundreds of hours of interesting 
progression across its handful of 
surprisingly different difficulty modes 
and demands 0 little of the player 
enjoying it. It's just a shame so much 
unnecessary online-only design has 
been placed upon what used to be 
a really engaging and simple 
loot-driven concept. We just wish 
there was a compelling offline 
component to compliment that, or 
maybe even the ability for gamers to 
cocoon themselves quietly away 
from all of the online madness. A 
fool's wish to be sure. 


An incredibly addictive 
and rewarding online 
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A sci-fi shooter unlike any other 


© for Wir 
an work you feel as though Al 


and humanity is coming together 

to perform a great symphony of 
interaction, but when they don't you 
feel compelled to damn computer 
science in all its helpful forms. The 
question is: why can’t computers just 
be more human? 

Coincidentally, that’s actually the 
driving plot of Binary Domain, a 
tactical squad shooter which enables 
players to order around their fellow 


SEGA 
DEVIL'S DETAILS combatants by only using the 
YAKUZA: biggest hole in their face, but rather 
naee ee than building an entire game around 
OUT NOW this dynamic, SEGA just make it a 


sideshow to what is actually a really 
endearing and imaginative 
blockbuster experience. 


oice commands... they're one 
hell of a drug. When they 


BINARY DOMAIN | 


As future settings go, it's the kind 
of high concept sci-fi that a large 
majority of gamers will relish. This 
future of humanity sees the world 
irrevocably changed by the 
relentless march of technology, with 
a mysterious company pumping 
out androids dressed in human skin, 
dubbed ‘Hollow Children’ and 
sending them into the world, 
without them knowing they are 
in fact machine not man. 

It's a great premise, and one 
that's dealt with in a surprising 
amount of supporting detail about 
corporate politics, social inequality, 
environmentalism and isolationism. 
Yet despite these issues being 
spoken about at length in the plot, 
Binary Domain is never so serious 
that it takes the fun away from 


proceedings, and that's largely = 
thanks to the multi-national cast of 
characters which vary from a 
French-accented robot, an absurdly 
uptight Brit and two Americans 
which play up to the worst kind of 
stereotypes. Yet despite this odd / 
mix, the plot is actually the best \ 
part of the game with really solid 
squad shooter gameplay to back it * Pak 
up. Supported by upgradeable > 
weaponry, a great cover system 
and robotic enemies which b B 
accurately degrade under fire - 
losing limbs, head and arms, etc. ‘ ~ 
Best of all though, the host of 
automatron enemies adjust 
themselves when you shoot off 
their limbs, picking up another 2 \ 
weapon with their remaining 
one. It’s a similar revelationto > 
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when GoldenEye was first released will arise with your team-mates, inthe _ still a cool feature that we're glad is in 


j 


/ fy = and you saw enemies grasp at their. ~—_ guise of conversational questions here. There's also a morale system, 
’ - sentry wounds for the first time - which adds another layer of with team-mates refusing to obey 
\ S \ f Binary Domain's combat feels just as. ~— immersion and attachment to your your orders if you lead them down 
¥ “a 2 impactful and enjoyable. squad. It's the sort of ambitious move the garden path too many times, but 
> * j To compliment the regular others shooters would never attempt — thankfully the consequences of this 
= ‘a gunplay there's also imaginatively to try, but Binary Domain has plenty aren't too severe. \ ‘ 
my pitched boss battles involving a of those moments. The multiplayer component 
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giant robotic spider or amonstrous. |—§ —————————————— _ features Deathmatch and squad-on- 
red cyber-chimp, as well as set-pieces “SEGA has chucked squad battles, but this is a token 
which make the most out of the sill : . . inclusion at best with very few 
cast risking their lives as chaos : SOM? ingenully fo matches currently being Aad 
reigns around then. Unfortunately @NCOurage you fo make SEGA‘ latest release is full of great 
the voice command system isn't the verbal effort” ideas, and while some of them aren't 
quite so well-rounded. Telling — very well executed, there’s enough 
squad-mates to “Move Forward" or Interestingly, the game also innovation here to warrant acclaim. 
“Fall Back” rarely works at the best — recognises when you tell squad-mates — Binary Domain isn't without its faults, 
of times, but the fact that’s notan — “I love you" or chastise them for poor —_ but if you let yourself succumb to its 
issue is a testament to how thrilling performance in no uncertain terms. silliness and hook up a microphone 
and enjoyable the core of Binary We're not sure what's better, the when playing, you'll have a fantastic 
Domain really is. And there's stilla inclusion of those commands or and very memorable experience. ™ 
regular order system in-game so the inevitable 
you can use a key when your confusion that — 
regional accent fails once again to —_arises when you F | NAL Don’t shoot yourself in 
produce the desired affect. tell Al buddies that the foot give Binary 


SEGA has chucked in some you love them, 3 
— j om ingenuity to encourage you to when really you've VE RDICT Domain a try 
— nnn eae eS ee pees Pee ey ORY make the verbal effort though, as__—_just told thern to Interesting and entertaining setting with endearing characters 


occasionally dialogue opportunities _ fall back, but it’s Surprise, surprise... the verbal command system doesn’t work 
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RISEN 2: 
DARK WATERS 


Its a pirate’s life for me 


PCS?  SanTmEEt 


Risen2s 


“OB oon’ 


Bytes last put outa game. |n that —_ really to relish is casual racism, faction has been watered down 
time we've seen rapid advances in _ piffy one liners and characters so to fit the traditional role of an 
visual technology, new approaches to unlikable that you'd wish they'd walk — Empirical police force, and 

RPG game design and the almighty the plank. mysterious tribes people are now 


I: been three years since Piranha —_ unpredictable plot, here all there's much better either. The tyrannical 


as Skyrim emerge from the undergrowth It's a real shame, as there’s been monosyllabic natives who are 
po to satisfy our fantasy sensibilities. It's along line of games which have uncomfortably referred to as 
no wonder then that rather than flourished when emulating the savages and commonly drafted as 
4 e- > compete with Bethesda, the German __ trends of grog-swilling men of the slaves. Spending a whopping 50 
* a WS studio has adopted a new, more sea, but despite using every hours in this cardboard cut-out 
Eves Pa piratey, approach for their latest stereotype in the book, Piranha world will frankly be a big ask for 
16 as) openworld RPG. never apply these established anyone who appreciates 
—— ad Well, we say new. The truth is this tropes in any meaningful way. interesting character design and 
DEEP SILVER is the same kind of Risen you would _Instead characters are mostly plot development, but that isn’t to 
PIRANHA BYTES have seen back in 2009, only where one-dimensional drunken say Risen 2 is entirely without its 
£39.99 ean before you would've enjoyed an womanisers who enjoy prostitutes charms. Let us explain. 
OUT NOW oppressive atmosphere, an intriguing and killing each other - where's the Like in the previous game, 


island setting of Faranga and an fun in that? The Inquisition aren't you're usually free to approach > 
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age 
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CCLSS: FIGHT DOGGS 


quests and exploration in any 
manner you wish, with the campaign 
again split into different sections; 
funnelling the player into linear 
scenarios before letting them loose. 
It's a tried and tested method which 
means you can take your time, 
picking up spoils from the ground, 
talking to NPCs, cooking, training and 
of course fighting. Combat still feels 
stunted when compared with 
other RPGs, but Piranha has 
added guns and strafing in 
order to mix up the traditional 
click-to-win formula. You can 
even sick your parrot or 
monkey onto any enemy, 
utilising your pets as a skill in 
the hotbar, but unfortunately 
to get to the really good stuff 
you're going to have to 
struggle quite a bit. 

Acquiring skills like 
pickpocketing, crafting and 
training little furry friends isn't 
a case of merely performing 
the activity and getting better 
over time, instead you need to 


PCGZine vewsierrer: 


be trained by NPCs who are literate in 
any given craft. This bizarre evolution 
isn't aided at all by the level up 
system, with attributes now only 
upgraded by investing XP ( Glory) 
earned into five different specialities: 
Blades, Firearms, Toughness, Cunning 


“We won't get too 
down on Risen, 
despite its litany 

of flaws” 


and Voodoo. It's a confusing yet 
limited system which leads to a lot 
of headscratching and mistaken 
dialogue choices as you ask trainers 
for help getting better at intimidating 
foes, only for them to refuse as your 
requisite rating 
isn't high enough. 
We won't get 
too down on Dark 
Waters though, 


despite its litany of VE RDICT 


flaws, confusing 
design and archaic 
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character animations, as it still offers 
more choice than any other recent 
role-playing game, besides Skyrim. 
There's also an oddly captivating 

feel to its slow pace and freeform 
design, which means you'll be 
happily toiling away on the game's 
different islands even though really 
you aren't doing anything other than 
wandering around. 

The big question that has to be 
asked though is whether or not this 
a substantial improvement over the 
original Risen, and in our opinion that 
answer has to be no. Dark Waters 
feels a lot more disposable than its 
atmospheric predecessor and lacks a 
lot of personality, which for a Piranha 
Bytes game is really strange. Strictly a 
game for Risen fans only. i 
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promising setting wasted 


Lots of freedom given to the player 
Wooden characters and below par plot 
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RESIDENT EVIL: OPERATION 


RACCOON CITY 


Is this new kind of Resident Evil been worth the wait? 


e all complain when PC hide the influence of their employer 
We get delayed (Umbrella) is undone by murky visuals, 
especially when console dull as dishwater gameplay and a host 
versions are unaffected, yet sometimes _ of other issues. 
that phenomenon is a blessing. The At its core this Resident Evil 


additional dev time allows controls to multiplayer spin-offis similar to Left 4 
be optimised for mouse and keyboard, Dead. The story-driven campaign 
textures to be improved and quality takes place over seven missions, lasts 
to be assured, but ifa game stinkson approximately five hours and has 
consoles it'll probably smell the same been built with replayability in mind, 


PUB: on PC. That's exactly the situation we thanks to intel pick ups and different 
DEV: find ourselves in with Operation difficulties. Enemies range from 
LAST GAME: Raccoon City. This great co-op premise __ traditional zombies to nameless 
RRP: of casting four players as part of an mercenaries and occasionally 

ETA: elite team sent into the titular city to established mutated foes like Lickers 


The Hexane engine is capable of 
some good effects, but the visual 
tone is way too dark for a shooter. 


and even Nemesis 
himself. Only these 
encounters don't feel 
tense or atmospheric, 


like they did in 

previous games, 

instead they're just boring, requiring experience, but this choice doesn’t 

you to feed hundreds of bullets into hide the fact that this type of Resi just 
plain-looking forms. feels flat and lifeless. Even the plot lacks 


Despite being set between Resident imagination, which for a game in this 
Evil 2 and 3, none of the horror tension series is absolutely criminal. You'll see a 
has made its way into this co-op couple of new enemies, but other than 


experience, instead battles just feel like — that everything has been ripped from 


previous games. There's also a bunch 
“This Resident Evil of deathmatch and objective-based 


fi | ff j competitive modes, one of which stars 
mult IPIOyer Spl IN-OTT Is a bunch of characters fans of this series 


similar to left 4 Dead” will fondly remember, but finding 
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matches is often a challenge unto 


aslog, with cover-orientated combat _ itself thanks to the hefty asking price. 


that feels way too clunky for mouse Capcom deserve credit for bringing 
and keyboard. Missions rarely deviate this release to PC, but there’s no 

from the ‘kill and proceed to the next — doubting that this is a quick and dirty 
objective marker’ formula with guns port with bugs and audio issues 

which feel meek and under-powered. _ blighting what isn’t a very compelling 
There are plenty of combative experience to being with. m 

options, though. 
You can play as six 
different operatives 
with a load 
of different 


Scuiomentane VERDICT good to begin with 


perk options to £9 Interesting premise, lacklustre execution 
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ABSOLUTION. ‘ 


Agent 47 returns to put the underworld back in order! 
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Sadly, you've reached the end of this issue. What would you like to do now? 


@ Exit this issue and go and download another magazine? 


g Exit. @ Read the free MMO Games magazine now! 
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SOCIAL NEWS SITE 
FOR GAMERS! 


news for gamers 
http://www.n4g.com/ 


News 4 Gamers is a news website written by 
gamers for gamers. Each story is submitted — Wii, PC, DS, PSP and more. 


Future-proof 
your career 


platforms including PlayStation 3, Xbox 360, 


by a member of the community and ranked When you read a story on N4G, you can 
by popularity. You can comment on each click to go straight out to the full story 


Watch Nintendo's E3 
article, and even if you're not a fully fledged 


source, making this the ultimate gaming conference LIVE 

writer, you can submit news tips for items news site, because it gives you access to the ow 

you've seen elsewhere on the web! stories from all the games sites on the web, 
The site has sections for all gaming rather than just its own. 
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